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King’s Quest 5 

KQ 5 (05/10): to get into the temple you 
must hide behind the rock near the 
temple. Go one screen left, then go down 
some screens until the computer says ‘the 
hot and chokingGo one screen right 
and have a drink at the oasis. Now go one 
screen left and go straight down. When 
you get to the camp have a drink. Then go 
into the nearest tent (you might need to 
cast a spell) and take the staff. Do not go 
near the sleeping man. Go straight back 
up to the oasis, have a drink then go up to 
the temple. 

KQ 5 (07/9): to cross the chasm, use the 
rope that you get tied up in (in the inn). 
Throw the rope on to a rock that is 
sticking out on the top of the cliff. The 
rock is to the right of the branch that is 


sticking oui. 

KQ 5 (09/11): to avoid being killed by 
Mordack after re-charging his wand: go to 
the library and wait around a bit. When 
Mordack comes, grab his wand and bung 
it on the machine together with Crispin’s 
wand. Use the cheese with the machine 
and voila, Crispin’s wand has all the 
powers of Mordack’s. 

KQ 5 (16/11): to avoid being killed by 
Mordack after recharging Crispin’s wand, 
go into the library before entering the 
laboratory and look at the book on the 
desk-—the spells will be burned into King 
Graham’s memory. Then when Mordack 
changes into a flying insect of some 
description, King Graham uses the wand 
to turn himself into a Tiger. You need to 
cast several different spells to make it 
through the encounter with Mordack. 
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King’s Quest 5 


Oblect 

Location 

Use 

Key 

Witches’ house 

Unlock the box in the tree 

Pie 

Bakery 

Throw at Yeti 

Golden Needle 

Haystack 

Give to tailor 

Coin 

Near the wagon 

Buy custard pie 

Brass bottle 

Temple 

Give to witch 

Staff 

Bandits' camp 

Hit on temple door 

Old shoe 

3 screens south, 1 West from the 

Temple Oasis 

Throw to cat 

Gold heart 

In box in tree 

Give to weeoinq tree 

Harp 

Tree 

Play for Ice Queen, and for the harpies 

Marionette 

Witches’ house 

Give to man in toy shop 

Pouch 

Witches' house 

Open 

Emeralds 

Pouch 

Throw to elf 

Spinning wheel 

Witches’ house 

Give to dwarf 

Stick 

Near beehive 

Throw to doq 

Honeycomb 

Beehive 

Throw to dwarf before last emerald is 
thrown 

Beeswax 

Honeycomb 

Plug hole in boat 

Leg of lamb 

The Inn's kitchen 

Eat on mountain, then give to eaqle 

Crystal 

Crystal Cave 

Destroy Mordack’s snake statues 

Hammer 

Shoemaker 

Break off ice crystal 

Shell 

3 screens east. 1 screen south from 
boat 

Give to deaf man 

Bag of peas 

Mordack’s pantry 

Throw at guards, then put Mannanan 
inside it 

Locket 

Rocs nest 

Give to girl in kitchen 

Cloak 

Tailor 

Wear in mountains 

Amulet 

Madam Mushka 

Wear in forest 

Wand 

Crispin 

Put in machine 

Sled 

Toy shop 

Chase wolf and Cedric 

Iron bar 

Beach 

Pry open Mordack’s qrate 

Fish hook 

Island of Harpies 

Get cheese inside Mordack's cell out of 


mouse hole 

Mouldy cheese 

Mouse hold 

Put in machine to start it 

Elf shoes 

Elf 

Give to shoemaker 

Tambourine 

Gypsies 

Scare snake, shake at monster in 
labyrinth 

Mordack's wand 

Mordack's bedroom 

Put in machine 

Hairpin 

Monster in labyrinth 

Unlock door out of labyrinth 

Tiger spell 

Book in library 

Fight off flyinq reptile 

Bunny spell 

Book in library 

Stop snake biting Graham 

Rain spell 

Book in library 

Put Mordack's fire out 


KQ 5 (11/5): to get the marionette get the 
sewing machine from the witch’s house, 
and give it to the gnome, his son will give 
you the marionette. 

KQ 5 (11/5): to save the mouse from the 
cat: throw the boot (found in the desert 
near the skeleton) at the car, or use the 
slick (look carefully under the tree that the 
bees axe in). 

KQ 5 (13/1): to open the pouch of 
emeralds, return to the scene to the left of 
the Castle Entrance. Put the honeycomb 
on the ground; the honey goes on the 


ground leaving you with a lump of 
beeswax. Use the hand icon on the pouch 
(while doing an inventory) and you 
discover three emeralds. Select the 
emeralds icon. Throw one emerald on the 
ground and an elf comes out and picks it 
up. Repeat twice and the elf becomes 
stuck in the honey. Follow the elf off 
screen. 

KQ 5 (13/4): hint—the locket is in the 
Roc’s nest. Just after you have helped 
Queen Iceabella, Sir Grey wolf leads you 
back to the scene where there is a path 
leading south. Take that path, then travel 
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over to the hole (or maybe it’s a tunnel). 

A Roc will pick you up and take you to its 
nest. Then you will see the locket 
sparkling. Take it. Then, IF YOU SAVED 
THE EAGLE BEFORE, it will save you 
now. 

KQ 5 (16/3): hint—get the fish from the 
market area, then give the fish to the bear 
at the bee hive. Then afterwards you can 
freely get your honeycomb. 

KQ 5 (19/10): hint—go to the witch’s 
cottage and collect the pouch, the 
spinning wheel and the key (which is in 
the incense burner). After you take the 
heart by using the key, go to the screen 
where you tipped the honeycomb. Yon 
will notice eyes looking at you. Go to 
your equipment list and open the pouch. 
Put the green emeralds on the ground until 
you pick up an elf who shows you out. 

KQ 5 (20/1): you have to trade the 
marionette which you get from the dwarfs 
for the sled. You trade the spinning wheel 
from the witch’s house for the marionette. 
The only way to cheer up the weeping 
willow is by giving her back her heart. To 
get money to see the gypsy you have to 
cross the desert by following the rock wall 
from the gypsy screen to the temple. At 
the temple you get a drink and hide 
behind the rocks until the bandits have 
gone. You then cross the desert to the 
bandit’s tent. You take the staff from the 
smaller tent and then go back to the 
temple, making sure that you get the boot 
off the skeleton on the way back. 

KQ 5 (20/7): To enter the temple you 
must have the staff. To get the staff, hide 
behind a big rock outside the temple (near 
the water). Arabs will come, enter the 
temple, then they leave. You should then 
proceed to the Arab camp, sex screens 
south and three east from your hiding 
spot. Walk into the pink tent and obtain 
the staff. Carefully make sure you do not 
go near the sleeping man. 

KQ 5 (21/12): to stop dying when going 
into the desert, follow the wall you cannot 
climb. The gold coin is in the temple, so 
hide at the temple and then map the desert 
until you find a water source and an 
Arabian tent. 


King’s Quest 5 

kkk Table of Hints 'kink 


Item 

Location 

Mint 

Crispin’s J 
wand 

Crispin 

Spells & 
machine 

Fish <7" 

Barrel in town 

Help bees 

Silver coin J 

Outside tailor 
shop 

Yum yum 

Pie j 

Bakery 

Help Ice 

Queen 

Stick V 

Near beehive 

Help ants 

Goldens/ 

needle 

Haystack 

Fortune teller 

Amulet V 

Gypsies 

Witch 

Key / 

Witch’s house 

Crude door 

Boot \J 

Desert 

Help rat 

Staff >,/ 

Arab camp 

Temple 

Gold coin / 

Temple 

Cloak 

Brass bottle 

Temple 

Witch 

Spinning 
wheel \/ 

Witch’s house 

Little man 

Pouch / 

Witch’s house 

Open 

Emeralds -J/ 

Pouch 

Elf 

Gold hart /J 

In tree 

Willow 

Harp «. / 

Willow 

Play 

Shoes \/ .. j 

Elf 

Shoe store 

Tambourine •] 

Ground 

Snake 

Toy doll ./ 

Little man 

Sled 

Cloak <-/ / 

Tailor 

Cold 

Sled U l 

Toy shop 

Slide 

Hammer J 

Cobbler 

Locked 

Rope «/,/ . 

Inn 

Climb 

Meat / 

Kitchen 

Snow 

Crystal / 

Ice cave 

Mordack’s 

statues 

Locket \/ 

Bird nest 

Slave 

Metal pole\/ 

Beach 

Vent 

Wax s/ / 

Honey 

Sea 

Hook v 

Island 

Dungeon 

Shell J / 

Island 

Hermit 

Fish sj 

Castle 

Gst 

Hair pin 

Monster 

Lock 

Pea sack 

Cupboard 

Blue guy 

Cheese 

Dunqeon 

Machine 

Mordack’s 

wand 

Library 

Machine 


KQ 5 (21/12): hint—for more points, give 
the gold needle to the tailor. 

KQ 5 (23/11): him—give the brass bottle 
you found in the temple to the witch in the 
desert. 
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King’s Quest 6 


Object 

Location 

Use 

Ring 

Beach 

Identification, pawnbroker 

Coin 

Beach 

Pawnbroker 

Tinder box 

Pawnbroker 

Use for light 

Paintbrush 

Pawnbroker 

Potion 

Niqhtinqaia 

Pawnbroker 

Dwarfs, attract Sinq Sing 

Flute 

Pawnbroker 

Wallflowers 

Borinq book 

Bookshop 

Oyster 

Magic map 

Pawnbroker 

Travel 

Mint 

Pawnbroker 

Dwarfs, Isle of Wonder 

Love poem 

Bookshop 

Send to Cassima 

Rabbit foot 

Ferryman 

Dwarfs, Isle of Wonder 

Ink 

Pawnbroker 

Dwarfs Isle of Wonder 

Flower 

Isle of the sacred mountain 

Dwarfs, Isle of Wonder 

Feather 

Isle of sacred mountain 

Dwarfs, Isle of Wonder 

Pearl 

Oyster 

Get ring back 

Lettuce 

Isle of Wonder 

Cool swamp 

Lamp 

Isle of Beast 

Potion, trade for qenie lamp 

Unfinished sentence 

Isle of Wonder 

Get participle 

Rotten tomato 

Isle of Wonder 

Bump and stick 

Scarf 

Isle of Wonder 

Defeat Minotaur 

Milk bottle 

Swamp 

Get baby’s tears 

Brick 

Isle of Beast 

Use In catacombs 

Peppermint plant 

Isle of Sacred Mountain 

Use on qenie 

Teacup 

Isle of Wonder 

Paint potion 

Ribbon 

Cassima 

Points only 

Hair 

Cassima 

Taming potion 

Danqlinq participle 

Isle of Beast 

Bookworm 

Rare book 

Bookworm 

Get magic book 

Hole-in-the-wall 

Isle of Wonder 

See through walls 

Parchment 

Spider (horrid if you have 
arachnophobla) 

Answer to riddle 

Maqic book 

Bookshop 

Various recipes 

Swamp ooze 

Stick-in-the-Mud 

Paint potion 

Shield 

Labyrinth 

Get past archer 

Coins 

Labyrinth 

Give to charon (option 2) 

Skull 

Labyrinth 

Taming potion (option 2) 

Daqqer 

Winqed princess 

Give to Cassima 

Sacred water 

Oracle 

Rain potion 

Scythe 

Isle of Mists 

Get through roses 

White rose 

Isle of Beast 

Give to stepdaughter 

Fountain 

Isle of Beast 

Rain potion 

Servinq maid clothes 

Isle of Beast 

Get in castle (option 1 only) 

Mirror 

Isle of Beast 

See true image (option 1); show to 
Lord of the Dead (option 2) 

Piece of coal 

Isle of Mist 

Give to Red Queen 

Nail 

Castle 

Pick lock (option 1); use skeleton’s 
key (option 2) 

Styx water 

Isle of Dead 

Potion (option 2) 

Paper In Vizier’s 
bedroom 

Castle 

Show Captain 


The game splits at the Isle of Mists. At this stage you can either make a rain potion or 
run away—you'll finish the game either way, Making the rain potion is more fun! 
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KQ 5 (27/1): lo get the sledge, visit the 
haunted wood. To gel into the wood you 
must visit the desert then the gypsy 
wagon. Cheer the willow up with 
something from the woods . 

KQ 5 (3/2): find the bandit’s camp in the 
desert, and on the way get a boot from a 
skeleton in the desert. If you haven’t seen 
the bandits enter the temple, hide behind a 
rock at the oasis. When you see them 
enter the temple, you will know what to 
get from the bandit’s camp. To get past 
the snake you need to get a tambourine 
from the gypsy campsite when they’ve 
gone. 

KQ 5 (6/4): After you have Mordak’s 
wand, you must have the four spells from 
the library. Go into the laboratory; 

Mordak will get his wand back magically, 
Cedric will come in and get hit by 
Mordak’s magic and you have time to do 
things. Quickly bring up your inventory 
and cheese your wand, use the tiger spell, 
then when Mordak changes again, use the 
Rabbit spell, then the Mongoose spell, 
then the Storm spell, and off you go, you 
have beaten Mordak. Oh, by the way, I 
hope you have sapped the power from his 
wand! 

Once you have the wands, go to Mordak’s 
workshop and go up the stairs to the 
machine. Place both wands on it, followed 
by the cheese (which you get from the 
dungeon after the blue beast has thrown 
you in, use the hook on the mouse hole). 
The power from Mordak’s wand will 
transfer to Crispin’s. 

KQ 5 (7/12): hints— 

Bears like fish from the village. 

Save ants from the dig with the stick. 
There is always a needle in a hay stack. 
The first oasis is straight along the cliff. 
Look for the boot in the desert. 

King's Quest 6 

KQ 6 (02/11): a few cryptic tips to get 
you started: 

If you can’t get off the island, keep on 
talking to people. References and 
recommendations are important. 

Beware of helpful strangers with 
flashing eyes. 


Shy wallflowers like to dance. 

Boring books make bivalves somnolent. 

KQ 6 (30/11): to pass the taste test on the 
Isle of Wonder: the dwarves will be 
tricked into passing you for the taste test 
if you collect the mint from the jar on the 
pawnbroker’s shop counter. Or you could 
also try exploring the cave at the top of 
the cliffs on the Isle of the Sacred 
Mountain. To stop being squashed by the 
descending ceiling in the catacombs, try 
using a brick. Make sure you have the 
tinder box! Before you go into the 
catacombs you should visit the Isle of the 
Beast and solve the riddle of the 
enchanted pond. 

Leisure Suit Larry 1 

Larry 1 (04/5): in the Cabaret in the 
Casino Larry should take a seat and allow 
the whoopee cushion to make its noise. 
There is no real advantage in hearing all 
the sick jokes from the comedian. In the 
disco, after dancing with Fawn (the girl’s 
name is revealed after talking to her), 
Larry should give her the rose, the 
chocolates and the ring. She also requires 
a large amount of money but gets upset if 
Larry offers it to her before offering the 
ring. 

Larry 1 (1/6): to get the rope.—after you 
have married Fawn, go to the Honeymoon 
Suite (in the casino), get the wine (ring 
from convenient store) and get in bed. 
Fawn ties you up with the rope, which 
you cut with the pocket knife (from the 
drunk). 

Larry 1 (19/10): to get more points, ring 
the hotline number on the phone at the 
shops; talk to the flasher outside the 
Quiki-Wcd chapel; Also at the casino, go 
into the stage room and sit on the chair 
with the whoopee cushion on it; search 
the closet in Eve’s apartment, get the 
inflatable doll, inflate it and USE it; go to 
the little boys’ room (don’t flush), and 
reading a little bit. 

Larry 1 (20/7): the drunk should approach 
you if you have: married Fawn, heard the 
advertisement for wine on the radio (make 
sure you get the number), then gone down 
to the store to buy cheap wine. 
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